ABSTRACT
INTRODUCTION
Keeping learners motivated is important because second/foreign language learning is an arduous task, which requires learners to continuously devote their efforts to achieve a certain proficiency level. Research argues that popular culture has a crucial role in motivating students learning because it is fun, enjoyable, and meaningful to their lives (Cheung, 2001; Prensky, 2001; Pryor, 2008) . The use of pop culture for language learning is also encouraged and common (Cheung, 2001;  Godwin-Jones, 2005). Playing videogames is popular among today's "Game-Generation (Prensky, 2001 ). To motivate today's students, many researchers suggest the applications of videogames in school settings (Foreman, (Baltra, 1990; Cruz, 2007; deHaan, 2005b; Purushotma, 2005) . Malone (1981) argues that fantasy, challenge and curiosity are three important characteristics that make videogames motivating and fun. Since different games have their unique characteristics in contexts, challenge (difficulty levels), control, and level of engaging, they may motivate SL/FL learners to different degree. To have a better understanding on what types of games would encourage students to learn a SL/FL, this study aims to examine whether a specific type of game affects the use of certain type of language learning strategy.
Theoretical Framework

Videogames and Learning
Videogames by definition are games that are played Prensky (2002) claims that videogames are challenging and relaxing because videogames allow players to achieve "flow" experience (Csikszentmihalyi, 1991) and have fun in the game playing process. Fun is the driving force that makes people exert more time and effort on some activities repeatedly (Prensky, 2002) .
Additionally, fun also can decrease learning anxiety and promote motivation intensity toward the learning tasks. As Krashen (1982) argues, if SL learners' "affective filters" (Krashen, 1982) decrease, the chances for them to obtain more inputs will increase (Krashen, 1982) . Videogames are engaging, relaxing, and intrinsically motivating (Prensky, 2002) . These elements make the learning process more engaging and less laborious. Accordingly, Affective strategies refer to lowering one's anxiety, encouraging oneself, and taking one's emotional temperature. Social strategies mean learning by asking questions, co-operating with others, and empathizing with others (Oxford, 1990) . These strategies are applied to the four learning skills of listening, reading, speaking, and writing. The choice of certain strategies is related to the differences in gender, learner's motivation, culture background, type of tasks, and learning styles (Gu, 2003; Oxford, 1994) .
Methodology
Research Question
The purpose of this study was to examine the effect of game genres on the use of FL learning strategies. Five English as a foreign language for more than six years.
Students in Applied Foreign Language majors also study
Japanese as a foreign language for more than one year.
Both males (104) and females (58) were included and ranged in age from 19 to 24.
Instrument, Data Collection and Analysis
The instrument for the present study was a Five-point Likert Based on their answers, students were grouped into the five types of games for analysis.
A K-group multivariate analysis of variance (MANOVA) was conducted to test the group differences. The follow-up On the other hand, the difference between role-play games and virtual pet games was seen for one variable (try to figure out meaning, p = .008; Cohen's d = .96).This indicates that students who play role-play games tend to find out the meaning of unknown words than those who play virtual pet games. Results of the significant multivariate comparisons and the significant variables in univariate tests are given in Table 2 .
Discussion and Conclusions
Discussion
The study results have two findings. It can be concluded that videogame immersion increases learners' chances to be exposed to an authentic meaningful interaction with the target language (Purushotma, 2005) ; moreover, it also allows learners to use and to understand the languages because they need to use such a language to survive in the game world and to successfully achieve their goals (high scores). Thus, more cognitive strategies may be expected in a simulation or role-play game. Accordingly, language learning occurs in the situated context of the However, the findings in the present study indicate that students are more willing to figure out the meaning of the unknown words in a role-play game than in a virtual pet game. The linguistic benefits do not directly impact upon students' choices of using virtual pet games or sports games for language learning. Interestingly, students who play more simulation games exhibit higher levels of using game format for language learning than those who play virtual pet games. This implied that linguistic aspects might not be a critical factor that will affect students to learn a FL language when using videogame format. Other factors including the engaging level, the challenging level (difficulty level of tasks), interaction, and storylines of a games, need further study because they all relate to the motivation feature of videogames (Malone, 1989) .
Keep in mind that people play videogames for entertainment. Enjoyment is the key to motivate people to play. If learners are exposed to an environment that they enjoy, their "affect filter" for language learning is more likely to decrease and language learning is more likely to occur (Krashen, 1982) . deHaan (2005b) also states that the "enjoyable repetitious actions in a sports video game, batting or shooting, for example, make learning language easier by lowering a learner's affective filter (p. 231). Fun makes the learning process engaging, relaxed, and comfortable (Prensky, 2002) . These elements make videogames interesting and intrinsically motivating, and it is more likely that they will figure out the meaning of unknown words. Thus, if simulations and role-play games are more engaging than virtual pet games, they have better chances to promote SL/FL learning.
Further study is needed to investigate the effect of game types on language learning strategies taking language proficiency and age differences into consideration.
Language proficiency is an important factor that affects the use of language learning strategies of FL learners (Oxford & Nyikos, 1989; Griffiths, 2003) 
